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Abstract 
The aim of this study is to investigate the flow experiences of adolescents who play computer games at an Internet café 
environment. Observations and interviews were used in order to collect data from 21 adolescents aged 14 to 20 years. Results 
indicated that the Internet café social environment that include several activities such as talking to each other and helping other 
players while playing had a positive effect on the flow experiences of adolescents. While game genre, goal, and visual 
appearance increase the flow experiences and motivations of adolescents, the story feature of the games is not considered as an 
effective component of flow. The music of the games also does not have an effect on the flow experiences of most of the players.  
© 2013 The Authors. Published by Elsevier Ltd. 
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1. Introduction 
The popularity of information and communications technologies (ICT) has increased in recent years. This 
popularity can be attributed to the power of media. The media is seen as an enjoyable environment because of its 
entertainment aspect (Sherry, 2004). Electronic gaming technologies and gameplay have also contributed to the 
popularity of ICT.  The reason for preferring digital gaming can be related to the main characteristic of gameplay, 
namely, independence from real time and place (Huizinga, 1949; Caillois, 1958). 
Computer games combine fun and interactivity together and create an enjoyable environment for young learners 
(Prensky, 2001). Not only formal learning environments but also informal learning environments can be suitable for 
using computer games for educational purposes. Since the investigation of experiences of adolescents in game 
settings can be a predictor for effective learning results, the term flow and its functionality need to be focused on in 
a detailed way. Flow is a term that describes keeping players’ willing involvement in an activity. Flow activities 
evoke players’ feelings by determining specific attractive characteristics. 
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Rules, goals, feedback, control, concentration, and involvement compose the main structures of flow activities 
(Csikszentmihalyi, 1991; Csikszentmihalyi&Csikszentmihalyi, 1998). The main purpose of flow activities is to 
provide enjoyment for players (Csikszentmihalyi, 1991). Csikszentmihalyi (1991) theorized, challenges and skills 
need to be matched in order to keep players in the flow zone. Csikszentmihalyi (1991) also pointed out that if 
challenges and skills in an activity are not balanced, the player gets away from the flow channel that provides 
enjoyment and falls into anxiety or boredom zone. Csikszentmihalyi (1996) presented the general characteristics of 
flow activities as follows: (1) clear goals, (2) immediate feedback, (3) balance between challenge and skill, (4) 
mergence of action and awareness, (5) exclusion of distractions from consciousness, (6) no worry of failure, (7) 
disappearance of self-consciousness, (8) distortion of sense of time, and (9) autotelic activity. The whole digital-
based activities including computer games require these characteristics of flow to occur (Pilke, 2004). 
Flow experiences are also implemented in computer games. The design components and complexity of computer 
games should be proper to players’ perceptions and skills in order to attract their attention (Kiili, 2005a). Sweetser 
and Wyeth (2005) presented the GameFlow model,which include concentration, challenge, player skills, control, 
clear goals, feedback, immersion, and social interaction. Look at the elements of this model; it can be clearly seen 
that the model is similar to the general categorization of flow presented by Csikszentmihalyi. The flow in computer 
games is of great importance since previous research showed the positive effect of flow on computer games. Hsu 
and Lu (2004) concluded that flow experience is a major predictor of intention to play online games. Additionally, 
Inal and Cagiltay (2007) found that flow experiences contribute to the involvement of players in the game 
environment. Just like these studies, we also investigated the flow experiences of computer game playing 
adolescents at Internet cafés. 
1.1. Internet café concept in Turkey 
“Internet cafés are a distinct kind of informal learning environment that affords sustained social interaction and 
leisure use of computers with virtually full user autonomy, enabling users to choose their activities on the computer 
to the extent allowed by a country’s laws (which may, for instance, prohibit access to certain kinds of Web sites)” 
(Cilesiz, 2009, p. 238). According to results of the study about Internet cafés in Turkey, customers mostly prefer 
cafés where you can play games (68.3%); only 31.1% of the customers prefer Internet cafés where you can only 
access the Internet, and people who are not aware of this difference consist of only 0.6% (Tahiroglu et al., 2008). 
Similarly, in a study by Taspinar and Gumus (2005), they found that 11.42% of customers prefer Internet cafés for 
playing games. This can be seen as a low rate; however, 24.11% of customers prefer Internet cafés for a leisure time 
activity, and 20.06% of customers prefer Internet cafés for entertainment. This low rate of preferring Internet cafés 
for playing computer games might be because they don’t see playing computer games as a leisure time or enjoyable 
activity. 
According to the statistics in the 2009 annual report of Information and Communications Technologies 
Authority, there are 19,354 Internet cafés in Turkey (ICTA, 2009). This number is of great importance because 
research studies show that the younger population comprises the general profile of customers (Taspinar & Gumus, 
2005; Tahiroglu et al., 2008). Since there is a vast number of Internet cafés in Turkey and games in these cafés are 
popular among adolescents, this study will investigate the flow experiences of adolescents in game environments at 
Internet cafés. The research questions are as follows: 
1. Why do adolescents prefer Internet cafés for playing games? 
2. What are the mostly played games among adolescents at Internet cafés? 
3. What are the general characteristics of mostly played games among adolescents? 
4. How do game characteristics (game genre, visual appearance, music and sounds, goals and rules, characters) 
influence the flow experiences of adolescents? 
5. What are the factors preventing flow to occur in a game environment at Internet cafés? 
6. How does an Internet café environment affect the flow experiences of adolescents? 
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2. Method 
2.1. Participants 
Twenty-one volunteer male adolescents from an Internet café in a middle socioeconomic status (SES) 
neighborhood of Ankara participated in the study. Since girls do not prefer Internet cafés because of the large 
number of male audience, only male adolescents were involved in the study. The adolescents were randomly 
selected among those who play games at the Internet café to effectively observe their flow experiences. Table 1 
shows the age categories of the participants. 
 
                                                                                         Table 1. Age groups of the participants 
N (Number of the participants) Age category 
12 14-16 
7 16-18 
2 18-20 
Total=21  
2.2. Data Collection 
Data were collected within a month with the permission of the Internet café owner. The researchers visited the 
café once a week for 3 hours and interviewed with nearly 5 adolescents in each visit. Both quantitative and 
qualitative methods were used in order to gain effective results. Since the flow experiences of adolescents can be 
viewed effectively with qualitative methods, semi structured interviews and observations were implemented as the 
data collection process. The researchers observed first the adolescents’ gameplay process and then made interviews. 
In the interview part, Kiili’s (2005b) flow scale was used in order to measure 9 characteristics of flow experience 
which are challenge, goals, feedback, control, playability, frame story, concentration, time distortion, and autotelic 
experience. 
Before each interview session, three quotations describing the flow experience were explained to adolescents to 
help them conceptualize the flow easily (Csikszentmihalyi&Csikszentmihalyi, 1998, p. 139), and they are presented 
below: 
─ My mind isn’t wandering. I am not thinking of something else. I am totally involved in what I am doing. My 
body feels good. I don’t seem to hear anything. The world seems to be cut off from me. I am less aware of my 
problems and myself. 
─ My concentration is like breathing. I never think of it. I am really quite oblivious of my surroundings after I get 
going. I think that a phone could ring, the doorbell could ring, or the house could burn down or something like 
that. When I start, I really do shut out the whole world. Once I stop, I can let it back in again. 
─ I am involved in what I am doing. I don’t see myself as separate from what I am doing. 
3. Results 
3.1. The reasonsfor preferring Internet cafés forplaying computer games 
According to the results, all of the adolescents (n=21) preferred Internet cafés for playing games. Some of the 
adolescents (n=3) stated that they preferred playing games in Internet cafés because of the restrictions put by their 
families on the use of personal computers at home. Another finding (n=15) related with playing games at Internet 
cafés was the adolescents wanted to play with friends in a social community. In addition, some of the adolescents 
(n=3) pointed out that they chose Internet cafés for playing games because of the high hardware capabilities of 
computers at the café. 
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3.2. Game preferences of adolescents and game characteristics 
Generally, the adolescents preferred four different games. The names of these games are World of Warcraft III, 
Knight Online, Grand Theft Auto IV (GTA IV), and Counter-Strike (Table 2). 
 
                                                                         Table 2. Adolescents’ game preferences at Internet cafés 
Game N (number of adolescents playing) 
World of Warcraft III 10 
Knight Online 5 
GTA IV 3 
Counter-Strike 3 
 Total=21 
 
“As a massively multiplayer online game, World of Warcraft enables thousands of players to come together 
online and battle against the world and each other” (Blizzard Entertainment, n.d.). Since the World of Warcraft is 
categorized as a massively multiplayer online game, it is useful to describe the characteristics of MMOs. Williams et 
al. (2006) stated that MMOs are online social communities that integrate people to carry out specific goals in a 
three-dimensional game environment. Additionally, in context of the game environment, “the character created by 
the player travels around the virtual world, gaining skills, experience, and riches and defeating monsters, 
discovering new locations, and interacting with other players’ characters” (Bessiere, Seay, &Kiesler, 2007, p. 531). 
“Knight Online is also a massively multiplayer online role playing game (MMORG) providing a battle between the 
two races; humans and Tuarek” (MMOHut, n.d.). In context of the game, “players earn ranks by killing members of 
the opposing race and can earn special Knight titles, cash rewards, and other benefits. Grand Theft Auto (GTA) is a 
game enabling players racing cars, buying clothing, dancing at clubs, or acting as a fireman, and it provides missions 
to player to carry out by participating in violent actions” (Devane& Squire, 2008). The last game categorized in 
accordance with the responses of adolescents in the study was Counter-Strike. The characteristics of first-person 
shooter game Counter-Strike was described by Wright, Boria, and Breidenbach (2002) as follows: 
As a semi-realistic game, Counter-Strike allows one to play on a team as either a terrorist or counter-terrorist. 
Players are able to buy an assortment of weapons, rescue hostages, plant or defuse bombs, switch identities 
between games or in the middle of games, and to constantly vary tactics and strategies of cooperation and 
competition. Communication is usually through an in-game chat system or prescribed commands sent to other 
team members or one’s opponents. 
3.3. Flow experiences of adolescents in Warcraft III 
10 adolescents preferred the game Warcraft III. The average frequency of playing Warcraft at the Internet café 
was nearly 2 hours per day (Table 3). 
 
                                                                Table 3. Frequency of playing Warcraft III at the Internet café 
Number of adolescents playing Warcraft (n) Frequency of playing Warcraft (hour/a day) 
2 0-1 
5 1-2 
3 2-3 
 
 
When the flow experiences of adolescents were considered, it was observed that flow experiences were carried 
out several times. For instance, an adolescent stated, “While playing Warcraft, I am not aware of the noises in the 
café. I am feeling that I am totally concentrated to pass the levels and kill the monsters.” Since adolescents mostly 
preferred to play Warcraft as a group, the duration of the flow experiences of the adolescents lasted for generally 2–
3 minutes because they tended to reply to other players’ questions or comments. It was also observed that these 
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experiences were carried out averagely 10 times in one game session. Kiili’s (2005b) flow scale was also used to 
measure the flow experiences of adolescents in Warcraft (Table 4). 
 
                                                                Table 4. Mean scores of the flow dimensions in Warcraft III 
Dimension Mean Std. Deviation 
Challenge 3.867 0.849 
Goal 4.300 0.975 
Feedback 2.834 0.845 
Control 3.650 0.975 
Playability 4.000 0.666 
Frame story 1.950 0.891 
Concentration 3.900 0.906 
Time distortion 3.900 0.737 
Autotelic exp. 3.600 0.948 
Flow exp. (control) 4.500 0.971 
 
Table 4 shows that adolescents gave more importance to the goal dimension (M=4.300, SD=0.975) than the 
others. They also emphasized challenge (M=3.867, SD=0.849), control (M=3.650, SD=0.975), playability 
(M=4.000, SD=0.666), concentration (M=3.900, SD=0.906), time distortion (M=3.900, SD=0.737), and autotelic 
experience (M=3.600, SD=0.948) in a significant way. However, feedback (M=2.834, SD=0.845) did not have an 
adequate effect on adolescents’ flow experiences in Warcraft. Similarly, they did not give more importance to frame 
story (M=1.950 SD=0.891) than other dimensions. Flow experience (control) (M=4.500 SD=0.971) showed that a 
large number of the adolescents got into the flow while playing Warcraft III. 
 
According to the results, most of the adolescents (n=7) stated that the game genre of Warcraft III positively 
affected their flow experiences during game playing. These adolescents also pointed out that action and fighting 
games are of great importance in determining the games to be played. Additionally, all of Warcraft III player 
adolescents (n=10) emphasized that the story of the game did not affect their flow experiences in the Warcraft game. 
For instance, one adolescent stated “although I have been playing Warcraft for 5 years, I have not known the story 
of the game. I know there are books about Warcraft, but I have not read any one of these books including the story 
of the game.” The adolescents also mentioned the importance of the game’s goal rather than the story in terms of 
flow experiences. Another important game characteristic that affectsthe flow experiences of adolescents with regard 
to Warcraft was visual appearance and graphic quality of the game. All of them (n=10) pointed out that the 3-D 
environment of the game and realistic objects positively affect their flow experiences. On the other hand, majority of 
the adolescents (n=8) considered the music and sounds in the game as an ineffective component of their flow 
experiences. For instance, one adolescent stated, “While playing Warcraft, I generally turn off the music of the 
game.” The character in the game also had an important role for the adolescents. Most of them (n=9) pointed out 
that the power of the character increased their flow experience. Additionally, some of the adolescents (n=6) stated 
that enhancing the visual appearance of the character would be a good option. 
 
Flow experiences mostly occurred when adolescents formed a group for playing. They generally played Warcraft 
III in 2 different groups with 5 people in each group. It was observed during the game periods that competition had 
an important role on the flow experiences of adolescents. Group playing prevented them from feeling frustrated or 
bored while playing because fellow players helped each other for specific controls or any other game-related 
components. Another important observation was that adolescents in groups generally spoke about their actions in a 
game environment while playing. In the interviews, they stated that talking while playing increased their motivation 
and enjoyment of the game. 
 
The adolescents were also asked about the factors that prevent their flow experiences while playing Warcraft III 
at the Internet café. They generally stated that the physical environment of the café did not affect their flow 
experiences in a negative way. However, 5 participants pointed out that leaving from the game while playing as a 
group distracted the other players’ involvement. Four of them also mentioned about the language of the game. 
According to them, English did not affect their flow experiences negatively because they could learn the words as 
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the game progresses. Observations also showed that the adolescents playing this game mostly used English words in 
their conversation with other players. For instance, when we asked the meaning of “health” to one adolescent, he 
replied that health shows a person’s life level. 
3.4. Flow experiences of adolescents in Knight Online 
Knight Online preferred by 5 adolescents at the Internet café. The average frequency of playing Knight Online at 
the Internet café was nearly 3 hours per day (Table 5). 
 
                                                            Table 5. Frequency of playing Knight Online at the Internet café 
Number of adolescents playing Knight Online (n) Frequency of playing Knight Online (hour/a day) 
1 1-2 
4 3-4 
 
Similar to Warcraft, flow experiences occurred several times for adolescents playing Knight Online. For instance, 
an adolescent stated, “I totally immersed into the environment. I am feeling as an active participant of the game. 
Since I broke the keyboard one time, I am afraid of breaking it again.” Adolescents also preferred to play this game 
as a group at the Internet café so that their flow experiences generally lasted 2–3 minutes because of the 
conversations and comments about the game among group members. Additionally, flow experience occurred 
averagely 8 times in one game period. 
According to the results, majority of the adolescents (n=4) stated that violence and using guns affected their flow 
experiences positively during the game. Similar to the results in Warcraft III, all of the Knight Online player 
adolescents (n=5) pointed out that rather than the story of the game, the goals and challenges of the game mostly 
affected their flow experiences. Results also showed that the visual appearance of game environments and the 
quality of the graphics were of great importance in getting into the flow. In addition, all of the adolescents playing 
Knight Online (n=5) pointed out that the sounds or music of the game did not have much effect on their flow 
experiences. For instance, two of them stated “while playing Knight Online, I generally turn off the music and listen 
any other music from the Internet.” According to the results, all of them (n=5) emphasized that enhancing the power 
of the game character helped them get into the flow. While two of them stated that enhancing the power was 
adequate in their playing, three of them gave more importance to increasing the character’s not only powerful skills 
but also visual appearance. One participant stated, “When you have a powerful character in a game environment, 
most of the players in a virtual environment respect you because of your developed character.” 
Similar to Warcraft III, the flow experiences of adolescents occurred mostly during group game playing. 
Observations showed that talking with each other while playing increased the motivation of players to get into the 
flow. Additionally, getting help related to the difficult parts of the game from other group members prevented them 
from becoming frustrated or bored. Some of the adolescents (n=2) also pointed out that while using chat to talk with 
group friends in a game environment could be a good option, they preferred to talk and discuss with their friends at 
the Internet café. 
For the Knight Online game, majority of the adolescents (n=4) emphasized that cheats especially for robbing the 
Tsardom of the players in the game environment distracted their attention from playing the game. They also 
believed that this situation totally prevented them from perpetuating their flow experiences in the Knight Online 
game playing. 
3.5. Flow experiences of adolescents in GTA 4 
Flow experiences of adolescents mostly occurred during the individual playing of GTA 4. Flow experiences of 
adolescents lasted for 4–5 minutes in a game period so that flow experiences that occurred totaled 12 in one game 
session. 
According to the responses given by three adolescents playing GTA 4, all of them (n=3) stated that game genre 
(killing and fighting) was of importance in determining whether to play the game. They also pointed out that visual 
appearance of the graphics and game environment affected their flow experiences in a positive way. In contrast to 
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adolescents’ flow experiences toward Warcraft 3 and Knight Online, majority of them (n=2) emphasized that music 
of the game played an important role in getting into flow. For instance, a boy stated, “Music in the game makes me 
relieved.” Similar to other results, all of the adolescents (n=3) focused on the challenges and goals of the game 
rather than on the story or its narration. Since they played this game individually, social interaction was not 
important for them in terms of flow experience. All of the adolescents (n=3) also mentioned that the characters in 
the game make up an important component that enhances motivation in the game. They also pointed out that English 
was not a factor preventing their flow experiences because they could understand meanings of English words in the 
duration of the game. For instance, an adolescent stated, “English words and statements in the game increased my 
foreign-language skills.” 
3.6. Flow experiences of adolescents in Counter-Strike 
In Counter-Strike, flow experiences of adolescents generally lasted for 1–2 minutes because adolescents 
preferred to play the game as a small-scale competition. While playing Counter-Strike, they formed two groups, 
with two players in each group. Each game part concluded after their counterparts in a game environment killed all 
group members. The total score after finishing the game determined the winner. Because of this structure, flow 
experiences carried out totaled 15 during each gameplay. 
Social interaction was of great importance for the adolescents because they continuously talked with other 
players. These talks generally included emphasizing the rules of each game part and revealing the position of other 
players’ characters. Observations also showed that talks and explanations of one group member enhanced the flow 
experiences and motivation of other group members. For instance, an adolescent stated, “If my group member is 
killed, I am more motivated to win that part of the game. In this process, my friend’s directions and comments also 
increase my focus on the game, and I don’t see anything except killing soldiers and winning the game.” Another 
important observation was that competition affected adolescents’ flow experiences during the gameplay in a large 
scale. For example, an adolescent shouted at his group member in an angry tone when he was easily killed in the 
game. 
Interview results showed similar results with other games. All of the adolescents (n=3) stated that the game genre 
(fighting and using guns) mostly motivated them to play. Additionally, majority of them (n=2) pointed out that 
music of the game did not have any effect on their experiences. They also mentioned the importance of the visual 
appearance of the graphics and game environment. 
3.7. Flow experiences of adolescents in terms of Internet café environment 
According to the results of the study, majority of the adolescents (n=18) pointed out that the nature of the café 
environment motivated them to play video games. For instance, an adolescent stated, “Although I rarely play 
computer games at home, I like playing these games with my friends at Internet cafés so much.” Another one said, 
“Playing computer games at an Internet café is more exciting and enjoyable than playing at home.” Observations 
also revealed that an Internet café environment affected how adolescents got into the flow positively. Although the 
café environment was noisy, adolescents could get into the flow easily while playing the games. They ignored all the 
distractions. Observations also emphasized that competition among group members at Internet cafés was an 
important factor that increases motivation of the adolescents. Additionally, discussions, talks, and comments about 
the games among players or any other people at the café were significantly positive characteristics of the café 
environment. The results also indicated that adolescents behaved in a disrespectful manner at the café environment. 
For instance, they generally used bad words with their friends in their talks. In addition, some adolescents freely 
perpetuated bad habits, such as smoking and fighting, at an Internet café environment. 
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4. Discussion 
For the first research question, this study revealed that adolescents prefer Internet cafés mostly for playing games. 
This is similar to Cilesiz’s (2009) finding that game playing is the initial experience of adolescents at Internet cafés. 
Results also showed that most of the adolescents prefer Internet cafés for social interaction with their friends. 
Similarly, Lee (1999) concluded in his study that the social nature of Internet cafés, providing social exchange and 
shared points of interest, was of importance for the participants. 
For research questions 2 and 3, results of the study revealed that majority of the adolescents had an inclination to 
play several games, such as Warcraft, Knight Online, and Counter-Strike, as a group. However, the minority of the 
adolescents preferred GTA for individual playing. Violence was the common characteristic in these games. Similar 
to this finding, according to Dill and Dill (1998), 71% of the 21 most popular video games have violent actions. 
Results also showed that multiplayer playing was the main characteristic of majority of games played inan Internet 
café environment. This result supports the view that interacting with other players was the main reason of game 
playing, regardless of the task (Lazzaro, 2004; Sweetser& Wyeth, 2005). Additionally, massive multiplayer online 
games, such as Warcraft and Knight Online, were the most preferred computer games by adolescents. However, 
adolescents preferred to play these online games with their friends in a café environment rather than online with 
other people. 
For research question 4, the results of the study revealed that game genre affected the flow experiences of 
adolescents since most of them preferred fighting or war games. Additionally, the game’s goal was an important 
component of flow experiences of children. Similarly, Kiili’s (2005b) study revealed that the goals of the two 
different games in terms of flow experiences had high mean scores. According to the results, the story of the games 
was generally not considered as an effective game characteristic that improvesthe flow experiences or motivation of 
adolescents for the four different games. This was similar to Inal and Cagiltay (2007)’s finding that majority of the 
boys gave much more importance to the gameplay characteristics of computer games rather than to their stories. In 
addition to this finding, the quality of graphics and visual game environment enhanced the motivation of almost all 
the adolescents. Another interesting finding was that the sounds or music in multiplayer games did not contribute to 
the flow experiences of the majority of the adolescents. According to the results, more than visual appearance, the 
power or skills of the characters in games increased the motivation of the adolescents.  
For research question 5, cheating in the game was a factor preventing the flow experiences of the adolescents. 
Illegal cheating codes found by the other players to gain an unfair advantage for specific parts of the game distracted 
the players’ attention from the game. Similar to this view, Sweetser and Wyeth (2005) emphasized “errors in games 
can make players feel they have lost control, especially if the errors or consequences are out of control of the player” 
(p. 8). Music of the game was another factor preventing the flow experiences of adolescents, especially for 
multiplayer games. Most of the adolescents preferred to turn off the music while playing in a multiplayer option. 
For research question 6, the social environment at an Internet café was an important component of the flow 
experiences of adolescents. Inal and Cagiltay (2007) also pointed out in their study that group playing had a positive 
effect on the flow experiences of children. Results also showed that competition among groups, talking with one 
other, and helping other friends while playing at an Internet café increased both flow experiences and motivation of 
the adolescents. Similar to this finding, social competition is of great importance in social interaction since players 
can satisfy themselves by beating other players (Vorderer et al., 2003; Sweetser& Wyeth, 2005). Therefore, it can be 
stated that an Internet café environment affected the flow experiences of adolescents in a positive way. The 
advantages of an Internet café included providing a social community that involves competitions, discussions, talks, 
and comments for the players. Most of the adolescents could easily be motivated to play the games. Similarly, in the 
literature, Hsu and Lu (2004) stated that social interaction and flow experiences have a great effect on preferring 
online games. On the other hand, Internet cafés also had negative effects on the players. Using bad words and being 
exposed to bad habits were the common negative attributes of adolescent’s in an Internet café environment. 
Observations indicated that adolescents felt comfortable in a café environment, where they behaved without 
restrictions.  
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5. Conclusion 
Computer games have been getting more and more popular among children and adolescents in today’s world. 
Influences to the adolescents in terms of game components, characteristics, and motivational parts are of great 
importance in context of computer game studies. Additionally, Internet café environments can be considered as 
significant places that enable several adolescents to get together. Therefore, the aim of this study was to investigate 
the flow experiences of adolescents in terms of both Internet café environment and game characteristics. It can be 
concluded from the study that the social nature of Internet cafés has an important impact on adolescents’ 
preferences. Social interactions while playing also enhance the flow experiences or motivation of adolescents. 
Although an Internet café environment creates a social community for the adolescents, its negative aspects can also 
decrease its effectiveness.  
Game characteristics (game genre, visual appearance, goal, story, music, and character) also affect the flow 
experiences of the adolescents. According to the results, the story and music of games are less important game 
characteristics for adolescents in terms of flow experiences than other game characteristics. On the contrary, music 
of multiplayer games prevents the flow experiences of adolescents. The findings of this study are expected to 
provide an insight about the situation of Internet cafés in terms of gameplay and flow experiences of adolescents 
regarding game characteristics. 
This study suggests that academic researchers should carry out further studies related to the effect of game 
characteristics on flow experiences in different contexts. For game developers, the results suggest that social 
interaction should be supported in the game context. Additionally, for multiplayer games, designers should give 
much more importance to gameplay characteristics such as the challenge, goal, feedback, and visual quality rather 
than to the story and music. Game developers should also consider the features of the game’s characters from 
multiple views. For authorities and parents, this study suggests that adolescents should be directed to Internet cafés 
to gain social experiences, but it is also a necessity that monitoring and controlling mechanisms be administered in 
these cafés. 
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